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The Bator System. 
Credits 



The Year 2051... 

Planet Bodor The Bator System. 



ThB SC6D6... ■ The barely visible sunlight once again begins to leak through the 

smog and noxious gasses signalling the start of a new day on Bodor. 

The Dooulation of the Dlanet. the fourth from the sun in the " 

sy: 

With eighty t 

the landmass, disease, poi* 



The rest of the planet is uninhabitable, not due to its condition but 
for what lies below it, the untold riches which are mined by the 
Corporations, For the select few the world provides a suitable back 
drop to their incessant dark dealings, a place from which they can 
escape to neighbouring planets when necessary. For the general 
masses the world provides a hellish life, with little protection from 
the hazardous gasses that contaminate a large percentage of the 
population. There is no guarantee of work, or for that matter life, 
away from the ruling tyrants. 

In the midst of this oppression two Corporations dominate in the 
battle to achieve premier status in the business world : 'Corp 1', 
The bitter raging corporate war between Cybertech Inc. and Axiom 
had long been at the centre of public awareness. Cybertech did no 
want the war, they were merely players. Their major crime was 
being 'Corp 1 '. 

For Axiom's part, although no evidence had been brought forward tc 



ate the claim, it was publicly knot 
Cybertech responsible for the death of their former President, I 
since this time, Argen Stark, President of Axiom, was desperate to 
find a way of regaining 'Corp 1' status, and he would attempt this b 
any means necessary. The declining fortunes of Axiom were becorr 
ing dangerously apparent, as the positive trend of Cybertech's 
empire continued to escalate. 



Little did Stark know that the ideal opportunity was about to present 
itself, utilising microscopic technology as opposed to the aggressive 
large scale ventures he had previously considered. 



Story Line... 

Chapters I - IV 



ing metropolis that lay before him, only half listening to his so-called 
right-hand man's latest scheme. On the other side of the city, 
barely visible through the smog he could just make out the silhou- 
ette of the enormous Cybertech building. As if woken from a 
dream, the full impact of Karver's words hit home, his mind raced 
over the staggering possibilities that lay before him. 



It was a powerful concept. Risky' 
came off was limitless. 



"Sir, if we merely killed him they would only 'elect' another president 
to lead Cybertech. Just think what we could achieve if we actually 
took control of Korsby. He would be our puppet." 



Korsby had created a business dictatorship since becoming 
President Elect of Cybertech Inc. It had taken him only seven years 
to raise Cybertech to the position it currently enjoyed; the man was 
renarrieri in all nnrnnrate circles as a genius. His policies and ruth- 

ech had made it nearly impossible for other 
Corps to compete. Business had not been good. 



tech as well as Axiom. 



would be incalculable. 



irested! What's your plan? 



Karver smiled. He loved it when the boss liked one of his ideas. Not 
only did being appreciated by the great Mr Stark massage his ego, 
but more often than not the gratuities that accompanied praise 
enabled him to afford his extravagant lifestyle. He strode across the 
office to the door, Stark waved his hand over the discretely illuminat- 
ed unlock sign beside his enormous oaken desk. The door swished 
open and Karver beckoned through it to a diminutive figure silhouet- 
ted against the entrance. 



"Allow me to introduce Dr. Knowles." 

A small man, slightly balding and with a pale complexion, stepped 
through the doorway to stand beside Karver. He seemed lost in 
Stark's cavernous office. 



The door swished shut and Stark's hand passed over lock. 
"Doctor," greeted Stark. He recognised the Doctor immediately as 
ech's most prestigious employee, responsible for the develop- 
ment of all of their major projects. A university graduate, he joined 
Cybertech as soon as he qualified, hand picked by Korsby. 



Knowles approached Stark's desk and only when he'd reached its 
highly polished edge did he notice the two large gentlemen standing 
either side of the Head of Axiom. 



I 



Ill I ' 






mSM 



ifa 






•■■■.■.■.•-■'■-•:■■-.:': 

£Hi£$v . 



Chapter 2.. 



of promotion was not so much due to his lack of ability, but more to 
his general disinterest. However, he was quite happy with his lot, or 
at least that's what he kept telling himself. 

Late for duty as usual, he was still trying to get his arm into the 
sleeve of his overall as he read through the roster. What thrilling 
encounters were in store for him today? 

10:30. Theatre 12. Tissue Regeneration. 

Medical Team: 

Senior Surgeon : Dr R. Knowles, 

Assistant Surgeon: Dr A. Wood, 

Anaesthetist: F. Clerkson, 

CRN: A Lopez, Auxiliary CRN: N. Slater. 

Slater's usual pace through the hospital corridor's was a run. He 
made it to theatre three minutes late. 

Lopez was not impressed, but then she never .._ 

"If Dr Knowles had arrived in theatre before you, Slater, this would 
have been your last appearance here." 

One good thing about arriving late was that the patient was pre- 
pared for surgery and all the equipment had already been checked. 
"( 
look interested." 

Dr Knowles entered. "Good Morning everyone." 

"Good morning doctor." chorused the staff. 

"Shall we begin?" asked Knowles 

"Begin!" thought Slater. "Begin what? All we do is w; 
and computers do all the 

The prep table on which Korsby was lying carried him into the tubu- 
lar operating module. The table slid back out leaving Korsby sus- 
pended amid the latest in medical technology. Money talks. 

The human role in modern medicine was mostly reduced to monitor- 
ing machines and activating the auxiliary systems. 

The operation lasted less than a minute and proceeded without com- 
plication. Korsby's anaesthetised body was soon lying back on the 
prep table waiting to be returned to his suite. A call was made to 
the porters and the medical team disappeared into the vast complex 
of squeaky-clean corridors to go about their other business of the 



To be found in theatre without the proper e 

another op to attend this morning, it had to be retrieved. 



He returned to theatre to find Knowles and two other men bending over the patient Stopping by 
the doors, Slater watched, puzzled. They seem to be injecting Korsby with something. Strangely they 
were using one of the old fashioned syringes. Easing the theatre's swing doors closed, he left only a 
small gap through which to survey the proceedings. 



"These will lie dormant until we take manual control and guide the 
Pass me the capsules " The doctor was handed another syringe, 
Korsby's arm. 



respective targets. 



Slater became concerned. Korsby should be in his suite by now, recovering. Once an operation had 
been successfully completed there should be no reason for the surgeon to return to the patient 
unless there were serious complications. And even then a similar team of medics should be in 
attendance. The two guys with Knowles didn't look or behave like part of a medical team.., in fact 
Slater didn't recognise either of them. 

"Perfect... these devices will begin their function as soon as they enter the bloodstream." Knowles 
turned to one of his aids. "GreyM please..." He returned his attention to the patient. 

"OK. all the devices are in place," said Knowles. 



The three i.ien straightened but Slater was gone before they turned to leavi 



Concerned by what he s just witnessed but not sure what it all 
meant, Slater propped himself up against the smooth corridor wall 
and began to digest what he had seen. Whatever they were doing, it 
was not for Korsby welfare, of that he was sure. He 
what he had seen to his immediate superior, Ann Lopez. 



He told Lopez about seeing Dr Knowles and his two accomplices 
with Korsby after the op. He said he knew Knowles was a well 
respected and dedicated man and that there was probably nothing 
at all to worry about. Lopez just nodded with dull acknowledgement. 



It wasn't until he told of the syringe that Lopez stopped filing papers 
and turned to face Slater. This was sounding more serious, Dr. 
Knowles was up to something Lopez was quite sure of that, but 
what? 

"Thank you Slater, I will see that the hierarchy is noted of your 
observations." 



Slater turned to the door with a smug grin on his face, maybe he 
would get somewhere in Cybertech after all. 



Lopez sat at her desk and tapped into her personal data station. 
After a short while a breakdown of Dr. Knowles' career appeared on 
the screen in front of her The terrible implications struck her imme- 



As the lift reached the fc 
brought to a silent stop. 



ts fluid motion was 



"Please state identification, your corporate code, which floor you are 
visiting and who you are visiting." The SL-A1 lift was one of 
Cybertech's more successful inventions. 

"Lopez, A , A21427-821-3911, Floor 46, Ferguson, 



After a short delay the lift accepted Lopez's secur 
continued up the remaining four floors 



Lopez burst into Ferguson's reception area. James Ferguson was 
Vice-President of Cybertech, a very wealthy and powerful man, and 
the director of the entire forty sixth floor, the control centre of 
Cybertech's Scientific Research Division. 

"I'm sorry Miss Lopez but Mr. Ferguson is in a mei 
to wait. Please take a seat. Can I get you a . . ." 

Before Ferguson's secretary could finish her sentence Lopez 
reached over the desk and pressed the door buzzer allowing her into 
the vast office which James Ferguson usually described as home. 



"Miss Lopez what a pleasant surprise, if an untimely one.' 



He have a problem.' 



The doors to the office slammed shut. 



CnflpfBf 4... I Ferguson burst out of his office and into the express elevator. 
Within seconds he had reached the fiftieth floor, the Penthouse 
office, home to Korsby and his partner Steve Grange. Steve Grange 
was the typical playboy • although he had funded the beginnings of 
Cybertech along with Korsby, he took no part in the development of 
the company, only a financial interest and a seat on the board. 
Ferguson entered Steve's office, sat down and explained the situa- 
tion in as calm a manner as he could. 



"James, you're telling me that not more than twenty minutes ago Dr 
Knowles injected our president with... an assassin?" 



That's right. Even as we speak whatever is floating around Korsby'j 



those intruders out. 



i/hy I suggest we activate MICRC 



MICRO (Military Internal Cruise and Recon Operatives) wasn't sup- 
posed to be revealed until much later in the year. A technical break- 
through such as MICRO would give Cybertech the edge over all of its 
competitors and assure its continued status as 'Corp 1 '. 



us that Dr Knowles is using our own technology 



to threaten Korsby.' 



Steve Grange stared out ov; 

turned to face James. "Can we attempt to pursue the assassin?" 

"Yes, Steve. But we have to do it without Knowles or whoever he's 
working for knowing about it. We must get Korsby's body into the 
MICRO labs and prepare our own devices for injection." 



"About twenty five minutes." 



; that enough time to successfully prepare the implants?" 



James Ferguson looked at Steve \ 
to, there are no alternatives." 



nse concern. It v 



Before Ferguson had finished, Steve Grange had already ordered 
transport to take them to the Medical Wing... 
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The Story Continues.. 



Playing Microcosm. 

Starting Up 



iBHinfl CflfB Of LfOUT 1 . Do not bend it, crush it or submerge it in liquids. 

2. Do not leave it in direct sunlight or near a radiator 
or other sources of heat. 

3. Be sure to take an occasional recess during extend- 
ed play to rest yourself 

4. KEEP YOUR CD CLEAN. Always hold by the edges 
and keep it in its Base when not in use. Clean it with a 
lint-free, soft, dry cloth, wiping in straight lines from 
centre to edge. Never use solvents or abrasive clean- 



liOaOIDy 1 . Setup your CD32 in accordance with the instruction 
manual supplied with the system. 
InSffUCtiOllS... ■ 2 - lnsert J°yP ad 1 int ° the first port on your CD32. 

3. Follow your system directions to open the CD drive 
and insert the CD onto the bed of the drive , ensuring 
the printed side faces upwards. 

4. Close the driver door and the game will now load up 
automatically. When the Microcosm logo appears the 
game is loaded press the Red button and the intro 
sequence will now begin. If you want to skip the 
sequence press the Red button again. 

on how to manually configure the game to use your 
sound hardware. 
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Mission Briefing 

The following section is a detailed guide to your mission 



Game Objectives... 



• To locate and remove the unit that is controlling 
Korsby's actions. . . . Grey M. 
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o y 



Top left action button - VIEW MAP 
This superimposes a map of your path through the 
level onto the action - but be warned although the 
screen dims the game is NOT PAUSED! You can still 
die so use sparingly. The cross at the centre of the 
map indicates the location of the Waysta 

Top right Action button - SELECT WEAPONS 
Pushing this button selects a new weapon [if available). 
When a weapon runs out of energy your ship's com- 
puter will automatically select the next most powerful 
armament at your disposal. 

Start Button - PAUSE GAME 

Green button - SMART BOMB 

This kills all objects on screen, barring yourself. 

Red button - FIRE WEAPONS 



The Levels.. 



Within the body there are five levels which represent 
sections of Korsby's body. These are: 

The Cephalic Vein 

The Brian (left hemisphere) 

The Femur Bone 

The Carotid Artery 

The Brain (right hemisphere) 



The veins themselves are bound by walls which are thin and slack. 
This is necessary because by the time blood reaches the majority of 
the body's veins, the blood has lost most of the pressure created by 
the heart. By the time it reaches the veins, it is a dark reddy-blue 
colour, having lost most of the oxygen it was carrying. At any one 
time the vascular sys" 
body's blood. 



The cephalic veil 



either arm of the human body. 



This initial section, whil 
enced players, consist; 
easy access into the g. 



he most experi- 



Based in the left arm 

Utilises the submersible as vehicle 



The femur is the anatomical name for the thigh bone - the largest, 
strongest and heaviest bone in the body. At the top of its shaft, its 
smooth and rounded surface snugly articulates with a socket in the 
outside of the hip bone. 



ow you to fine tun 



Based in the left leg 

Utilises the submersible as vehicle 

Fairly complex fibrous structure 
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The Carotid Artery.. 



Arteries are thick-walled and elastic tubes 

sandwich of yellow elastic fibres covering a filling of muscle. This 

elastic design helps to absorb the tremendous pressure wave 

ed by each heartbeat so that by the time the blood reaches the tiny 

fragile capillaries it is oo 



This section features tr 
pursuit of two rogue cs, 



Utilises the Hur 
Fast winding veins 



The Human Brain is the organ that se 

of the animal kingdom. It gives us the aDility to reason, to communi- 
cate with others, to learn and to remember. 



It is split into two largely symmetric anatomical struc- 
tures- the left and right cerebral hemispheres. Each 
hemisphere is capable of processing and storing infor- 
mation on its own, independent of the other half-brain, 
The left hemisphere is normally dominant for language 
functions. The right hemisphere, on the other hand, 
seems to be better equipped for handling spatial and 
other nonverbal relations, including abstract thought. 

It is our understanding that AXIOM will first try and 
penetrate Korsby's communication functions in the left 
hemisphere to ensure that its invasion is not disclosed 
by Korsby himself. Its ultimate aim is total control of all 
Korsby s mental functions - even his dreams by sub- 
verting the right hemisphere with the Grey M... 

The brain's right hemisphere can only be entered when 
all other sections are complete. 

•Utilises the pressure suit as a vehicle 
•Two destroy spacesuit sequences 
•Find and disable Grey M 
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Maiistahons.. 



eplenishing oxygen and po 
ither areas of the body via 



As you speed through a structure, the on-board computer will notify 
you as the craft approaches the entrance to a waystation. By 
manoeuvring the vehicle towards the waystation, the on board com- 




The waystation itself is a high tech vessel consisting of a docking 
port and three or four rooms. Once docked with the waystation, the 
craft will receive oxygen and power replenishment while the play 
explores the waystation from a first person perspective as he walks 
through the corridors and into rooms. 



Portals provide the player with access to the other levels, or areas 
of the body. Once you have docked with the portal you can walk to 
the airlock where you will be shot at high speed along a connecting 
tube to the next selected area of the body. 



mmwm.. 



The- portafe have been implanted specifically for this purpose and 
therefore have no other use within the game. As the Portal is the 
route for closing on and, hopefully, defeating the enemy, you should 
not be surprised if you find it guarded at some point. 






The Vehicles. 



Throughout the game you will use 
which will allow you to enter and I 



The vehicles used an 



SPOOK Series 4 Submersible 
Hunter Killer RS-18 
S3-31 Pressure Suit 



The Spoof; Series 4 submersible is a one man craft origin 
brought into service in 2042. Designed as a rescue craft, its main 
use is as an attachment to the laraer craft in the fleet, the series 



urfaced 110 tons, 
ubmerqed 160 ton; 



Maximum 
Diving depth 
Armament : 



ns, 4 by 4 impulse 



Crew: 

No. in Class : 

Constructed : 



2042 to 2049. 



! game the Spook series 4 is the major vehicle used in 
lough it is not quick enough to catch and destroy cap- 
player will use the submersible in : 



Section 1 - The Cephalic Vein 
Section 3 - The Femur 



Hunter Killer BS-18.. 
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one man chase craft, its main use, like the series 4, is as an atta 
ment to the larger craft in the fleet, the series 1 and series 2. I 
to its size it is capable of higher speeds than any other model in tl 
fleet arid carries enough firepower to de""~ 
times its size. 



Origin : 


Cybertech Incorporated 


Type: 


Manned-missile Submersible 


Displacement : 


Surfaced 102 tons, 




Submerged 1 48 tons 


Dimensions ; 


24 x 8 x 6.5ft 


Drive : 


S-422 Caterpillar 


Maximum 




Diving depth : 


548ft 


Armament : 


Twin cannons, 1 6 by 1 B high-impu 


Crew : 


One 


Wo. in Class : 


Twelve in service 


Constructed : 


2045 to present day. 



Within the game the Hunter Killer is used where speed and 
immense destructive powers are necessary; this is especially 
when chasing capsules. The player will use the submersible ii 

Section 4 • Chase along the carotid artery. 
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S2-21 Pressure Suit. 



uuuui . i he suit is generally used by marines for repair work on rigj 
and carries welding eguipment as well as a small laser. It has 
recently been surpassed by the SP-27 its successor which can be 
used in space as well as underwe 



Origin : 


Cybertech Incorporated 


Type: 


Manned Pressure Suit 


Dimensions : 


Variable 


Drive : 


ST-12 Single jet propulsion system 



diving depth : 400ft 

Armament : Single laser, 3 by 3 impulse 

Additional welding equipment 

Wo. m Class : Over 1 7,000 in service 

Constructed 2039 to present day 



Wllhin file rjflme... I Within the game the Pressure suit is used in only the final area 
where all other craft are too large to enter. The suit is used only 

Section 2 - The brain (Left Hemisphere) 
Section 5 - The brain (Right Hemisphere] 
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DdlHyiUUIIU Del Oil... This is a small section detailing the background detail behind the 
world in 



The Bator the sun 
Svstem consists r 



helium and, much like Earth's ow 



sun, produces enerqv 0' 



1,401,000 km 



Surface temperatur 



6,OOOoC/10,OOOoF 



Hap/.-'-.. 



Some exploratory droids have been dispatched to the sun, none 
have yet returned... 

CALLHIMOR 

First planet from the sun 

Mean distance 

from the sun: 98,744 km 

r: 6,987 km 



WTWIiTiT ■ 



: rocky 

nitrogen, oxygen 

leriments are currently taking place on Callhinor in an 
less and utilise the power of her volcanoes and seismic 



EGONIAGA 

Second planet from the sun 

Mean distance 

'esun: 110,786 km 

lecer: 4,876 km 

- ~iriod 
„, ljuw, Jmescale]: 0.84 days 

Main constituent?;: rocky 

carbon dioxide 

Desert although some mining takes place on Egoniaga, she is best 
known for her ever-growing penal institutions. 



Third planet from the sun x 

Mean distance 

<-™<-besun: 121,533 km 

....tor; 12,104 km 



[in boaor timescalej: 
Main constituents: 



0.89 days 
ferrous, rocky 
nitrogen, oxygen 



Forest. Quiggin is being raped for her trees and minerals.although 
small areas are kept sacrosanct by Corporations for holidaying work 



HEALEY-KAE 

Fourth planet from the sun 



from the sun: 


151,221 km 


Diameter: 


6,983 km 


Rotation period 




(in Bodor timescale]: 


1 .88 days 


Main constituents: 


water, rocky 


Atmosphere: 


nitrogen, oxygen 



88% Water. More and more interest is being taker 
Kae. Corporations are investing, inventing and experi 
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hnology.been By 



BODOR 












Fifth planet from the sun 

Mean distance 










from Che sun: 




148,000 km 








Diameter: 




13,123 km 








Rotation period: 




24 hr 1 min 1.2 s 


3C (1 day 


) 




Main constituents: 




rocky, ferrous 








Atmosphere 




nitrogen, oxygen 








Earthlike in both size 


and at 


mosphere. A few th 


Dusand yi 


Bars behind earth's eve 


lution and although 


plant and animal life 


abounc 


[some of which is \ 


ery strar 


ge) the only humanoid 


life-forms are the 


colonisers. 












OUIDA 












Sixth planet from the sun 

Mean distance 










from the sun: 




160,145 km 








Diameter: 




142.897 km 








Rotation period 












fin Bodor timescalej: 




1 1 .9 days 








Main constituents: 
Atmosphere: 




rocky 
hydrogen, helium 









here.Ouida has not 



3t. Workers are rumoured to be paid four times the going rate to i 
been fully explored. 



KALUM KOLL 

Seventh planet from the sun 

Mean distance 

from the sun: 1,056,137 km 

Diameter: 2,700 km 

Rotation period 

(in Bodor timescalej: 29.50 days 

Main constituents: ice, rocky 

Atmosphere: methane 

Frozen: Riches lie beneath the ice flows, man is here... 

Kalum Koll holds many secrets, some its own, others kept by the Corporations. Run 

penal colony existing somewhere on its frozen wastes are rife. 
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PLEASE READ BEFORE USING ANY VIDEO GAME 
OR ALLOWING YOUR CHILDREN TO USE IT 

A very small percentage of individuals may experi- 
ence epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain pat- 
terns or backgrounds on a television screen or while 
playing video games may induce an epileptic seizure 
in these individuals. Certain conditions may induce 
undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, 
consult your physician prior to playing. If you experi- 
ence any of the following symptoms while playing a 
video game - dizziness, altered vision, eye or muscle 
twitches, loss of awareness, disorientation, any invol- 
untary movement or convulsions - IMMEDIATELY dis- 
continue use and consult your physician before 
resuming play. 

PLEASE TAKE THE FOLLOWING PRECAUTIONS 
WHEN PLAYING VIDEO GAMES 

Do not sit too close to the television screen; position 
yourself when linking the cable at full stretch. Play 
video games preferably on a small screen. Do not 
play if you are tired or have not had much sleep. 
Make sure that the room in which you are playing is 
well lit. Rest for 10 - 15 minutes per hour while play- 
ing video games. 



J Complete 



Mission Complete. 
End Transmission.. 



